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There  are  hundreds  of  books  which  give  suggestions  for  games 
that  are  suitable  to  use  at  club  meetings,  picnics,  camps,  and 
other  gatherings  where  recreation  is  a  part  of  the  program.   It 
is  sometimes  difficult,  however,  to  select  the  kinds  of  games 
wanted  and  needed  for  the  particular  occasion.   The  brief  sugges- 
tions which  follow  are  not  intended  to  cover  the  entire  field  of 
recreational  activity  which  might  be  a  part  of  a  club  program,  but 
present  a  few  ideas  about  how  to  handle  groups  and  a  few  games  of 
one  particular  type  which  have  proved  helpful. 

Several  types  of  groups  have  been  kept  in  mind  in  the  selec- 
tion of  these  games:   The  small  groups  of  five  to  ten  that  con- 
stitute many  club  meetings,  and  the  larger  groups  which  are  some- 
times at  club  meetings  and  are  always  at  picnics  and  county  camps. 

Why  Play 

Boys  and  girls  of  all  ages  like  to  play.   It  is  one  means  by 
which  they  learn  some  of  the  lessons  of  life  and  a  diversion  that 
is  helpful  in  bridging  the  adolescent  period.   Parents,  local  club 
leaders,  and  extension  workers  realize  what  it  means  to  work  with 
a  group  of  young  people  who  are  in  a  receptive  mood.   Perhaps  no 
other  activity,  unless  it  be  singing,  will  "limber  up"  a  crowd  as 
will  a  good  active  game. 


From  the  standpoint  of  the  club  members,  there  are  at  least 
reasons  why  play  should  be  a  part  of  their  club  meetings. 
They  like  to  play.   (it's  fun,  not  work.) 
They  get  good' wholesome  exercise  from  games. 
They  learn  fair  play  and  cooperation.   (How  to  be  a 

good  winner  and  a  good  loser.) 
They  learn  to  play  new  games  and  how  to  teach  others 
to  play  them. 


(1) 

(2) 
(3) 

(4) 
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Boys  and  girls  like  to  play  because  it's  fun,  not  work.  This 
is  illustrated,  by  the  story  of  a  boy  whose  father  asked  him  if  he 
would  carry  into  the  cellar  the  wood  that  a  man  had  just  left  in 
front  of  the  house.   To  the  boy  it  was  terribly  hard  work,  but  the 
very  next  day,  the  father  observed  his  young  son  and  a  neighbor's 
boy  carrying  wood  into  their  neighbor's  basement.   At  supper  he 
asked  his  boy  in  a  casual  manner  what  he  had  been  doing  since 
school.   "Oh,  playing,"  was  the  answer.   This  story  shows  the  differ- 
ence between  the  type  of  club  work,  farm  work,  home  work  or  any 
other  kind  of  work  that  is  drudgery  and  the  kind  that  is  play. 
Club  work  of  all  kinds  should  be  a  game, — a  job  that  arouses  in- 
terest and  enthusiasm  in  all  its  phases. 

Wholesome  exercise  can  come  from  every  game.   Active,  vigor- 
ous, and  hard  games  should  alternate  with  quiet  thinking  games,  so 
that  the  boys  and  girls  will  not  overexert  and  at  the  same  time 
will  get  from  the  play  both  physical  exertion  and  mental  alertness. 
Almost  any  kind  of  game  will  teach  fair  play,  and  the  best  umpires 
are  the  club  members  themselves. 

Games  increa.se  in  value  as  one  uses  a  method  of  teaching 
which  will  insure  every  member  knowing  how  to  play  them.   This  caji 
be  done  in  two  ways  —  by  teaching  the  games  .as  they  a.re  played, 
instead  of  trying  to  tell  all  the  rules  at  the  beginning,  and  by 
using  different  persons  to  direct  the  games  as  they  are  taught. 
Many  times  leaders  will  find  it  helpful  to  have  four  or  five  new 
games  as  they  visit  different  club  or  leader  meetings.   Play  each 
one  only  a  short  time,  so  that  the  group  will  have  a  knowledge  of 
several  games  and  how  to  play  them  before  they  adjourn.  Not  to 
play,  but  to  teach  how  and  what  to  play  might  be  said  to  be  the 
object  of  this  bit  of  work. 

How  to  Handle  Play  and  Recreation  Groups 

(l)   Ways  to  Form  Quickly. 

(a)  To  form  in  single  file,  the  leader  of  the  games  may  start 
a  single-file  march  around  a  room,  yard,  or  other  open 
space.  When  all  are  in  line,  then  close  in  on  the  last 
person,  thus  making  a  circle.   All  face  center  and  join 
hands . 

Another  way  with  a  small  group  is  to  grab  any  person  by  the 
shoulders,  face  him,  and  shout  to  the  group  to  fall  in  a 
straight  line  back  of  the  person  whom  you  are  facing.   When 
the  line  is  made,  one  can  have  them  face  either  direction, 
join  hands,  form  circle,  or  quickly  assume  any  position 
desired. 

(b)  To  form  a  double  circle,  have  the  group  get  partners  and 
march  the  same  as  in  the  single  line.  At  the  conclusion 
have  each  person  face  the  center  of  the  proposed  circle, 
thus  having  one  partner  back  of  the  other.  The  inner  line 
joins  hands,  the  outer  line  joins  hands,  and  two  circles 
are  formed. 
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Two  straight  lines  c*n  be  formed  if  the  group  lines  up  be- 
hind two  persons  whom  one  selects*   Then  the  group  can  be 
faced  or  moved  into  any  position. 

Whan  two  separate  circles  are  desired,  form  two  straight 
lines.   As  they  f.^ce  you,  have  one  line  face  right  and  one 
left  (back  to  hack)  and  then  close  each  group  into  a  circle. 
If  several  small  groups  are  desired,  have  a  single  line 
counting  off  1,  2,  3,  4,  5,  8,  -  1,  2,    3,  4,  5,  S,  etc.   Then 
each  group  of  six  forms  in  line  or  circle  as  desired. 
If  two  sides  are  desired,  have  the  single  line  count  off  1, 
2,  -  1,  2,    or  if  three  groups,  1,  2,  3,  -  1,  2,  3,  etc.  Have 
all  ones  go  to  a  certain  corner,  tree,  or  designated  spot, 
twos  to  another  place,  and  threes  to  another. 

Leaders  of  games  will  find  that  good  technique  in  handling 
the  group  selves  half  the  problem  of  getting  a  group  into  the  game 
and  keeping  control  of  them.   Zest  may  be  added  if  competing  groups, 
as  in  "snatch  the  nandkerchief "  tag,  are  .asked  to  choose  names  of 
animals,  flowers,  and  the  like,  such  as  elephants  vs.  monkeys, 
bears  vs.  tigers,  bluebells  vs.  wedding  bells,  dumb-bells  vs. sleigh 
bells. 

Every  group  is  easily  controlled  by  being  made  to  march.  Form 
lines  and  marches  to  move  from  one  game  to  another.   It  may  also 
be  helpful  to  plan  games  that  go  in  a  consecutive  order.   For  ex- 
ample, if  a  game  is  to  be  played  involving  all  the  group  in  a 
circle  or  line  and  then  one  using  several  smaller  groups,  play  the 
big  circle  or  line  game  first,  then  split  into  smaller  units. 

(2)  Signals. 

(a)  Use  whistle  always ,  if  possible. 

(b)  Train  group  to  obey  all  commands  by  whistle. 

(c)  Whistle  to  start. 

(d)  Whistle  to  attention. 
\e)  Whistle  to  stop, 
'f)  Explain  games  clearly,  slowly,  and  never  all  at  one  time. Tell 

'just  enough  to  get  the  game  stprted,  then  at  the  first  mis- 
take, proceed  with  further  explanation.   Folks  never  re-.  .. 
member  rules  that  are  given  in  advance,  anyway.   They  have 
to  play  the  game  to  learn  it  and  become  familiar  with  its 
rules . 

(3)  Leadership. 

The  leader  is  the  key  to  good  games.   Now  suppose  you  are 
going  to  be  a  leader  of  some  games  at  your  next  club  meeting.  What 
is  the  first  thing  you  should  do  when  you  get  up  to  start  the  game? 


-3- 


* 


(a)  Forget  yourself.   Laugh.  Smile.   Do  something  to  get  you  and 
the  club  members'  minds  away  from  their  presence.   Carry 
them  over  into  the  "land  of  play"  where  no  persons  exist, but 
just   "play-bodies,"  forgetful  of  custom,  convention,  person- 
ality, dress,  or  place.   Never  appear,  confused.   Sail  right 
....  into  the  first  game  with  a  vim  that  gets  everyone  into  it. 

(°)  Talk  informally.   Don't  be  too  conscious  of  your  grammar. 
I  do  not  mean  that  you  should  purposely  use  poor  language, 
but  talk  to  the  folks  as  you  talk  at  home,  in  a  comfortable 
and  intimate  way. 

(c)  Enthusiasm .   Always  try  to  radiate  joy,  fun,  enthusiasm, 
and  the  "have  a.  good  time"  spirit.   You  are  not  having  games 
just  because  it  is  a  part  of  the  program  of  your  club.   You 
are  going  to  have  fun,  to  play,  and  through  play,  to  learn 
to  know  your  boys  and  girls  better.   As  a  result  they  will 
learn  to  love  you  more .   The  influence  that  comes  from 
leadership  of  games  is  tremendous.   Members  go  home  and  tell 
of  the  new  games  they  learned  or  played  at  the  club  meeting 
or  club  picnic .   And  the  best  part  is   that  they  come  back 
to  the  next,  the  next,  and  the  next  club  meeting-,  and  the 
spirit  of  play  pervades  all  their  work.   Even  keeping  record 
books  is  fun. 

(d)  Sympathy  and  tact .   Sympathy  with  those  who  are  shy  or  back- 
ward is  essential,  and  tact  is  required  in  order  to  get  them 
into  the  game.   Choose  them  to  help  you.   If  playing  a  chas- 
ing game,  put  everyone  in  place  and  have  one  of  the  bashful 
ones  chase  you  or  if  there  are  two,  have  one  cha.se  the  other. 
Use  any  way  to  get  them  into  the  game  and  then  if  the  game 
be  an  active  one,  they  will  usually  stay  in  and  like  it. 
Games  help  to  develop  leadership  in  this  way.   Perhaps  the 
one  that  is  bashful  at  games,  if  handled  properly,  may  be 

on  your  best  demonstration  team  in  a  few  years. 

(e)  Adaptability.   (James  are  all  made  up  by  some  one.   If  some- 
thing doesn't  go  just  right,  have  a  substitute  or  make  the 
game  go  some  other  way.   Take  "ostrich"  tag  for  example. 
"How  would  you  pla.y  it?"   "Never  heard  of  it,"  said  one 
leader.   "Well,  what  do  you  know  about  an  ostrich?"   "He  is 
a  big  bird  that  puts  his  head  under  his  wing  and  thinks  no 
one  can  see  him."   "All  right,  let's  play  "ostrich"  tag  that 
way."   Tha,t  isn't  the  way  to  play  "ostrich"  tag,  but  it's 
better  than  no  tag  at  all,  so  if  leaders  will  use  the  knowl- 
edge they  already  have,  they  can  either  adapt  games  tt  the 
occasion  or  invent  new  ones.   Make  a  list  some  time  of  **..he 
games  your  club  members  know,  and  get  them  to  show  the  g.;oup 
how  to  pla.y  them.   Then  add  to  this  list,  and  ask  them  to 
find  new  games.   They  will  do  it  with  fine  results.   Have  a 
different  member  in  charge  of  games  for  each  meeting.   They 
will  surprise  you. 
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without  spying  that  - 


knowledge  of  the  game  is  essential.   But  aon't  ma,ke  the 
mistake  of  trying  to  tell  all  -"bout  it  too  soon.   An  illus- 
tration of  this  will  be  given  later  in  the  discussion  of 
several  kinds  of  tag  games  suit -hie  for  club  meetings. 

(4 )   Things  to  Remember . 


(a.)  Don't  scold. 

(b)  Don't  drive,  lead.  "Come  on,  let's 


in 


is  a  good  slogan 


(c)  Don't  get  rattled.   If  you  do,  better  play  some  simpler 
game  you  are  cure  you  know  until  you  get  back  on  your  feet. 

(d)  Don't  shout  to  get  attention  or  to  give  instructions. 

(e)  Avoid  choosing  sides. 

(f)  Watch  for  wavering  interest,  but  don't  stop  a  game  too  soon. 


(5)   Developing 


Program  of  Games 


(a) 
(b) 
(c) 

(a 

(e 


The  p  r  o  gr  am  mu  s  t  h  av  e  b  a  1  an  c  e  . 

It  must  be  varied. 

It  must  allow  a  period  of  relaxation 

It  must  be  flexible. 

It  must  work. 


(o)   A  Classification  of  Activities 


(a 

;b 

c 

d 

(e 

(f 

g 

(h 


Social  mixers. 
Singing  games . 
Marches . 
Active  games. 
Passive  games. 
Competitive  games 
Athletic  games. 
Folk  games. 


Value  of  Tag  Games 


As  a  beginning,  tag  games  have  be 
easy  and  most  people  kno 
they  keep  one  ?lert;  eve 


play  them;  they  caji  be  p 
can  play  them  either  sep 
bars  can  make  up  their  o 
no  game  gets  played  unle 
about  games,  their  value 
get  the  result.  Everyon 
more  one  plays  them  the 
county  extension  workers 
new  game  a  month  for  a  y 


en  chosen  because  they  are 
how  to  play  them.   Tag:  games  are  active; 
yono  gets  to  be  "it";  a  few  or  many  can 


laved  indoors  or  out;  both  boys  and  girls 
arately  or  in  mixed  groups;  and  the  mem- 
wn  variations  of  tag  games.   And  remember, 
ss  some  one  actually  starts  it.   Writing 

and  directions  for  playing  them,  does  not 
e  in  club  work  should  play  games.   The 
easier  they  become.   If  State  leaders, 
,  and  local  lea.ders  would  demonstrate  a 
ear,  everyone  would  know  how  to  play. 
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A  List  of  Tap;  Games 


1) 
2) 


(3 
(4 

[1 

7 
8 


\  x  J. 

(12 

(13 

(M 

15 

(16 

(17 

(IS 

(19 

(20 

(21 
too 

(23 
(24 
(25 
26 
(27 
(28 
(29 
(30 
(31 
(32 
(33 
(34 
(35 
(36 
(37 
(38 


Affinity  tag* 

All  fours 

Ankle  tag* 

Automobile  tag 

Awkward  tag 

Bull  in  the  ring 

Bobsled  tag* 

Black  and  white 

Basket  three  deep* 

Backward  tag 

Cap  tag 

Co-ed  tag 

Cat  and  mouse 

Cripple  tag 

Cross  tag 

Crane  and  crow  tag* 

Circle  tag* 

Change  (lane)  tag 

Double  tag* 

Duck  on  the  rock  tag 

Elbow  tag 

Foot  tag 

Family  tag* 


39) 

40) 


Forehead  tag 

Gymnastic  tag 

Hand  tag 

Hop  tag 

Hang  tag* 

Horse  tag 

Horseback  tag 

Han&ker chief  tag 

In  and  out  the  window 

Japanese  tag* 

Kidnapers'  t?_g 

Kamerad 

Line  (flank  tag) 

Line  interference* 

Last  couple  out 

52 


(64) 
(65 

(66) 

(67) 

(68) 

'69) 

70) 

71) 

72) 

73) 

74) 

75) 


Medicine-ball  tag 

Maze  (policeman-alley) 

tag 

Mysterious  tag*. 

Musical  tag 

Ouch  ! 

One -hand  t?„g 

Ostrich  tag* 

Pomp  pull  array 

Prisoner's  base 

Rabbit  * s  nest* 

Roost  tag 

Reverse  tag 

Skunk  or  nose  and  toe 

tag* 

Salaam  tag 

Stiff-legged  tag 

Sit  tag 

Statue  tag* 

Slip  away* 

Skip  tag 

Stork  tag 

Slap  tag 

Somersault  tag 

Squat  tag' 

Sing  tag* 

Snatch  the  handker- 

chief tag* 

Swat  t  ag* 

The  beater  goes  around 

Tail  tag 

Third- slap  tag  and  run 

Three  deep 

Three  in  one 

Tiptoe  tag 

Turtle  tag* 

Wood  tag 

Walk  tag* 

Whiplash  tag* 

Yale  lock  tag" 


*Directions 
game  books 


are 

Who : 


given  for  this  game.   Others  may  be  found  in  th< 
;e  titles  are  marked  in  the  suggested  book  list. 
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Methods  of  Teaching  Tag  Games 

In  order  to  give  more  clearly  a  method  of  conducting  games 
at  club  meetings,  imagine  you  are  present  and  a  leader  has  just 
been  asked  to  take  charge  of  the  games. 

"Well,  how  many  of  you  like  to  play?  What  I  you  don't  like 
to  play?"  Ah,  I  thought  so.   Well,  what  do  you  like  to  play? 
(A  little  commotion  paid  smiling,  and  maybe  a  few  will  raise  their 
hands  and  give  a  suggestion  or  two.   If  a  good  suggestion  is  given 
it  may  be  well  to  start  with  that;  if  not,  proceed  with  your  own 
choice . ) 

"How  many  know  ho?/  to  play  tag?  What  kinds  of  tag  do  you 
know  how  to  play?"   (They  name  several.)   "How  many  kinds  of  tag 
do  you  suppose  there  are,  anyway?  Five?   Twenty?  Do  you  suppose 
there  are  as  many  as  100  tag  games?"   (They  usually  show  surprise.) 
"We  can't  play  all  of  them,  but  let's  try  out  a  few  new  ones  which 
perhaps  you  do  not  know."   (Tag  games  can  always  be  taught  at  a 
club  meeting,  whether  it  be  in  a  home,  school,  or  other  place  with 
a  small  amount  of  room.   They  can't  always  be  played,  however. 
The  next  meeting  will  give  opportunity  for  playing  those  games 
learned. ) 

"Do  you  know  how  to  play  'ostrich'  tag?   'Turtle'  tag? 
'Japanese'  tag?   'Skunk'  tag?   'Snatch  the  handkerchief  tag?  Well, 
let's  try  them!  One  of  you  come  up  here.   Here's  a  good  husky 
fellow."   (Grab  one  and  haul  him  up.)   "Now  before  starting  to 
pla.y  tag,  there  is  one  thing  you  ought  to  know.   When  you  tag  a 
person,  tag  him  so  he  knows  it."1  (Slap  boy  a  good  sound  one  on  the 
shoulder.)   "Like  that.   You  felt  that,  didn't  you?   And  remember 
that  in  case  of  doubt  the  one  tagged  is  always  the  one  to  say 
whether  he  was  tagged  or  not,  because  sometimes  the  one  doing  the 
tagging  may  only  touch  the  coat  or  another  garment  of  the  person 
being  chased,  and  he  may  never  feel  it  at  all.   Slap  hard,  and  the 
one  slapped  is  the  one  who  says  whether  he  felt  it  or  not." 

"Now,  in  'skunk'  or  'nose  and  toe'  tag  as  it  is  sometimes 
called,  the  chaser  who  is  "it"  can  catch  anyone  who  is  not  in  a 
position  with  one  hand  holding  his  nose  and  the  other  holding  one 
foot  lifted  off  the  ground.   Like  this,"  (Show  the  proper  position.) 
"Now,  all  ready,  I'm  'it'."   (Play  a  few  minutes;  then  whistle  for 
attention.)   "I  want  bo  tell  you  about  the  'boss  of  the  garni e '  — 
my  whistle.   In  playing  games  it  always  helps  if  you  have  a  whistle. 
If  you  don't,  the  one  directing  the  game  whistles  himself,  to  start, 
to  stop,  or  to  call  attention.   All  right  for  that.   Now  is  order 
to  avoid  confusion  and  two  persons  doing  all  the  chasing  in  certain 
ta.g  games  like  this  one,  there  is  one  rule  to  remember.   The  one 
tagged  must  never  cha.se  the  one  who  tagged  him  until  some  one  else 
has  first  been  chased,  and  upon  being  tagged,  the.  person  should 
always  hold  up  one  hand,  turn  around  once,  and  shout  loudly,  'I'm 


_.v. 


! 


"it"  !'   -Thus  everyone  always  knows  who  is  'it'.   (Now  play  some 
more;  then  whistle.)   "There  is  just  one  more  thing  to  remember 
about  this  game.   The  one  who  is  'it'  should  not  push  folks  off 
their  balance.   It  is  permissible  to  take  them  by  one  arm  and 
turn  them  about  once  or  twice,  but  don't  push,  like  this."   ',"  ■ 
(Demonstrate.)   "Spin  around  like  this."   (Demonstrate.) 


When  the  group  seem  to  have  lost  the  zest  for  this  new  game, 
call  attention  with  the  whistle  and  teach  them  another.   The  lead- 
er, where  possible,  should  take  part  in  the  game  to  start  and 
later  drop  out  if  he  desires.   If  a  few  persist  in 
call  "Fruit  basket  I" ,  at  which  everyone  must  run. 


not  mixing, 


Some  Selected  Tag  Games 

The  list  of  tag  games  and  their  variations  could  be  made 
infinitely  longer  than  the  one  included  here.   The  purpose  of  this 
circular  on  games  is  to  give  information  as  to  where  tag  games  can 
be  found  and  detailed  direction  for  playing  a  selected  group  of 
them.  With  this  in  mind  the  writer  has  chosen  the  following  25 
games  as  being  best  adapted  to  club  work,  although  any  of  the 
others  may  be  used  to  advantage,  depending  upon  the  kind  of  group 
and  the  place  of  meeting. 

Affinity  Tag. 


This  may  be  played  in  two  or  three  ways,  depending  upon  how 
the  group  are  dressed. 


(a) 
(b) 


(c) 
(d) 

(a) 


One  person  is  "it."   All 
In  order  to  be  safe,  each 
To  do  this  a  boy  and  girl 
the  ground  or  floor  with 
in  a  room  the  same  can  be 
or  chairs  arranged  in  two 
One  variation  is  to  have 
Another  variation  is  to  s 
else . 

This  game  can  be  varied  t 
ed  with  boys,  girls,  or  m 
ings. 


the  rest  are  being  chased. 

boy  must  find:a  ,feoul( sole )   mate  . ' 

must  sit  facing  each  other  on 
soles  of  shoes  touching.   If 

played  by  sitting  on  benches 

opposite  rows, 
them  sit  back  to  back, 
tand  back  to  back  with  some  one 

o  meet  the  occasion  and  play- 
ixed  groups  at  camps  or  meet- 


Ankle  Tag. 


Played  the  same  as  other  tag  games  with  one  "It"  who  chases 
the  rest.   In  order  to  be  safe,  a  person  must  have  hold  of  some 
one's  ankle,  or  some  one  have  hold  of  his  ankle.   Lots  of  fun 
out  doors. 


Any  number  of  people  may  have  hold  of  the  same  ankle. 
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Bobsled  Tag. 

A  good  game  for  boys.   Divide  into  groups  of  four  equal 
parts.   Have  all  sit  on  floor  or  ground  facing  in  toward  the 
center  like  the  spokes  of  a  wheal,  the  boys  in  each  group  sitting 
back  of  one  another.   The  one  who  is  "it"  chases  another,  who  to 
avoid  being  caught  may  sit  at  the  back  of  any  line.   This  makes 
an  odd  number,  and  the  one  at  the  head  of  the  line  must  then  run 
or  be  caught.   When  the  runner  hooks  on   the  end  of'  a.  line,  he 
should  slap  the  one  in  front  of  him  on  the  back,  a.nd  each  one  con- 
tinues this  slap  until  the  one  at  the  front  gets  it;  this  is  his 
signal  to  go.   If  a  big  group,  have  two  "it"  and  two  being  chased. 

Basket  Three  Deep. 

Divide  the  group  into  couples.   Have  each  couple  fake  hold 
of  hands  to  form  a  small  circle.   One  person  is  "it,"  and  one  is 
being  chased.   To  save  oneself'  when  being  chased,  dodge  into  a 
circle  and  grab  the  hands  of  either  one  in  the  circle.   The  one 
whose  hands  are  not  taken  is  out  and  will  be  chased  by  the  one ' 
who  is  "it"'  until  he  is  caught  or  is  saved  by  dodging  into  another 
circle . 

Crane  and  Crow  Tag. 

The  players  are  divided  into  two  teams,  the  "cranes"'  and 
"crows,"  which  have  goals  at  opposite  ends  of  the  room.   At  a 
signal  from  the  leader,  the  sides -advance  to  the  center  of  the 
room  and  stand  in  two  lines  faxing  each  other.   The  leader  then 
calls  either  "Cranes  1"  or  "Crows  J"   The  team  named  must  run  far  its 
goal  pursued  by  the  other  team,  which  may  capture  its  opponents  and 
keep  all  it  catches  before  the  goal  is  reached.   Both  sides  then 
return  to  the  center  and  the  leader  again  calls  the  name  of  a  team, 
either  the  same  one  or  the  other,  trying  always  to  keep  the  element 
of  surprise  in  the  game.   The  side  having  the  largest  number  of 
players  at  the  end  of  the  game  wins.   In  the  schoolroom  the  players 
may  run  down  the  aisles  between  the  seats. 

Circle  Tag. 

Arrange  players  in  a  large  circle  so  that  each  one  is  direct- 
ly behind  the  other  but  leaving  about  5  yards  between  each  runner. 
At  a.  signal  from  the  leader  they  begin  a,  slow  dogtrot,  which  at  a 
second  signal  becomes  a  run,  with  the  idea,  that  each  player  is  to 
try  to  tag  the  player  in  front  while  running  around  the  circle. 
Upon  being  tagged  a  player  immediately  drops  out  of  the  circle.  As 
the  circle  becomes  smaller  and  only  two  are  left,  the  one  who 
catches  the  other  wins,  and  may  be  the  leader  of  the  next  game. 
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Double  Tag. 

Form  in  couples.   One  couple  are  "it."   Tney  try  to  catch 
and  tag  another  couple.   All  couples  lock  arms  and  if  any  being 
chased  unlock  arms  they  become  "It"  as  a  penalty.   If  "It"  break, 
they  can  not  tag  anyone  until  they  have  locked  arms  again. 

The  game  may  be  varied  by  forming  in  groups  of  three  for 
"triple"'  tag. 

Family  Tag. 

For  small  groups  inarestricted  area,  this  is  a  good  game. 
When  "it"1  tags  a  player,  that  player  immediately  joins  hands  with 
"It11,  and  they  proceed  to  tag  another.   Each  succeeding  person 
tagged  becomes  a  part  of  the  line  until  all  are  caught.   No  one 
can  be  tagged  if  the  line  is  broken.   Try  this  one  in  the  woods 
some  time. 

Hang  Tag. 

.This  is  a  good  game  to  play  on  a  picnic  in  the  woods  or  in 
a  gymnasium.   One  person  is  selected  as  "it."  Upon  the  signal 
"'Go  !"'  he  may  tag  anyone  who  is  not  hanging  from  some  object  with 
his  feet  off  the  ground. 

The  one  who  is  "it"  may  at  any  time  stand  10  feet  from  any 
player  and  yell  "Fruit  basket  I",  at  which  all  players  must  droc 
to  the  ground  or  floor  and  find  another  place  to  hang. 

Horseback  Tag. 

One  person  is  "it."   The  rest  are  being  chased.   In  order 
to  be  safe  one  person  must  have  some  one  on  his  back  or  be  on  some 
other  person's  back.   As  many  persons  may  be  on  one  ba.ck  as  can 
get  on. 

In  and  Out  the  Window. 

Form  circle  and  join  hands,  leaving  two  players  out.   Place 
one  inside  the  circle  a.nd  one  outside.   At  signal  "Go  I",  the  one 
on  the  outside  must  catch  the  one  inside.   The  one  being  chased 
can  go  in  a.nd  out  of  the  circle  under  the  arms  of  the  other  players 
The  one  who  is  "it"  must  follow  in  and  out,  under  the  same  places 
where  the  one  being  chased  goes.   Upon  being  caught,  two  more  are 
selected  while  these  take  their  pl3.ce  in  the  circle.   If  an  "it" 
has  a  hard  time  catching  a  player,  call  "Reverse  I"  and  let  them 
chase  the  other  way.   One  may  also  call  "Fruit  basket  I" ,    and  the 
two  in  the  circle,  first  to  catch  both  the  runners,  may  be  the  ones 
to  start  the  new  game. 
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Japanese  or  Poison  Tag,. 

Played  like  ordinary  tag,  except  that  a  player  when  caught 
or  tagged  must  place  one  hand  on  that  part  of  the  "body  where 
tagged  while  "it"  until  another  has  been  caught.   Start  with  one 
"it."   There  is  no  "safe"  in  this  game; 

Line  Interference. 

Form  -  two  lines  of  four  players  each  with  arms  locked  to- 
gether.  Two  chasers  stand  out  in  front  and  one  who  is  being 
chased  back  of  the  two  lines  of  four.   At  signal  two  chasers  try 
to  tag  the  one  who  is  back  of  the  lines.   The  lines  act  as  inter- 
ference and  try  to  keep  the  chasers  away. 

When  a  chaser  catches  the  person  who  is  back  of  the  lines, 
he  immediately  hooks  onto  one  line  of  four,  and  the  fellow  caught 
hooks  onto  the  other  line.   The  one  on  the  opposite  end  of  the 
first  line  drops  off  and  becomes  a  chaser,  and  the  one  at  the 
opposite  end  of  the  other  line  drops  off  and  is  chased.   The  other 
fellow  who  began  as  a  chaser  must  keep  on  until  he  has  tagged  some 
one . 

Mysterious  Tag. 

The  leader  gives  one  player  a  small  colored  cloth  or  paper 
when  no  one  is  watching.   At  the  signal,  "it"  tries  to  tag  some 
one,  but  since  no  one  knows  who  "It"  is,  everyone  tries  to  keep 
away  from  everyone  else.   If  boundaries  are  fixed,  a  great  deal 
of  excitement  will  come  from  this  game.   If  "it"'  should  catch 
some  one,  start  a  new  game  or  else  let  "it"  give  the  colored  object 
to  the  person  tagged,  with  as  little  commotion  as  possible  so  that 
few  if  any  of  the  players  see  it. 

Ostrich  Tag. 

One  player  is  "it."   The  others  are  chased  and  in  order  to 
keep  from  being  caught  they  must  take  hold  of  their  nose  with  the 
arm  under  the  right  or  left  leg.   The  chaser  may  whirl  the  oppo- 
nent but  not  push.   The  "fruit  basket"  idea  may  be  used  in  this 
game . 

Rabbit's  Nest. 

This  is  a  good  game  for  any  occasion.   Form  groups  of  three 
with  joined  hands.   Have  one  person  in  the  center  of  each  circle. 
Keep  two  players  out.   Now  explain  that  each  group  of  three  is  a 
"'cabbage  patch"  made  up  of  three  "cabbage  heads."   In  each 
"cabbage  patch"'  there  is  a  "rabbit. Mi  Only  one  "rabbit"1  may  be  in 
a  "cabbage  patch." 
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Of  the  two  players  kept  out,  one  is  a  "dog"  and  the  other 
a  "rabbit."1  At  the  signal  the  "dog"  chases  the  "rabbit."   The 
"rabbit"  may  run  into  any  "'cabbage  patch,"  and  the  "rabbit"  al- 
ready there  must  vacate  and  find  another  patch  or  be  caught  by 
the  "dog."   If  the  "dog"  catches  the  "rabbit,"  they  reverse.   In 
order  to  give  everyone  a  chance  to  play,  after  the  game  has  been 
going  this  way  for  a  while,  have  e-~ch  "rabbit"  upon  entering  a 
"patch"  become  a  part  of  the  circle  and  one  in  the  circle  become 
a  "rabbit."'  In  this  way  everyone  gets  to  run  and  no  one  gets 
tired  out.   This  is  one  of  the  best  games  available  for  mixed 
groups  of  considerable  size. 

Skunk  or  Nose-and-Toe  Tap;. 

May  be  played  with  large  or  small  number  of  persons  in  mixed 
groups  of  all  ages.   Has  been  described  on  page  11.   As  in  most 
tag  games,  one  person  is  "it,"'  and  all  the  rest,  at  the  signal, 
are  chased.   In  order  not  to  be  caught  and  become  "it,"  one  must 
assume  a  position  standing  on  either  foot,  with  one   hand  holding 
the  nose  and  the  other  hand  holding  one  foot  off  the  floor  or 
ground.   If  tagged,  you  become  "it"  and  try  tc  catch  another. 
(The  leader  can  see  that  all  get  into  the  game  by  being  purposely 
caught  and  tagging  some  one  who  is  on  the  fringe  of  the  group.) 
Remember  the  rules:  Don't  push  when  tagging,  but  whirling  by  the 
elbow  is  permissible.   Don't  chase  the  one  who  tagged  you  until 
you  have  chased  some  one  else.  When  tagged,  hold  up  your  hand, 
turn  around  once,  and  shout  "I'm  It  J" 

Statue  Tag. 

Play  with  one  "it."   To  be  safe  players  must  kneel  with  axms 
outstretched.   After  playing  this  way  for  a  while,  the  new  "it" 
each  time  may  designate  the  position  in  which  they  must  be,  to  be 
safe. 

Slip  Away. 

A  good  game  for  large  groups.   Arrange  in  groups  of  five  to 
eight.   Have  each  bunch  go  to  some  point  on  the  grounds  and  sit  so 
as  to  form  a.  circle  with  room  enough  inside  for  a  person  to  jump 
in  with  both  feet.   One  player  in  each  circle  has  a  hidden  object, 
colored  cloth  or  handkerchief.   This  hidden  treasure  should  be  " 
passed  from  one  to  the  other  in  the  circle  so  that  no  one  knows 
who  has  it.   Two  players  are  selected,  one  to  be  the  runner  and 
one  "It."  The  runner  also  has  a  hidden  treasure,  go  when  he  jumps 
into  a  circle,  and  the  one  in  the  circle  who  lias  the  object  "slips 
away,"  the  circle  will  still  have  a  hidden  object. 
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The  "it"  chases  the  runner  and  tries  to  tag  him.   The  runner 
can  only  be  saved  by  jumping  into  a  circle,  but  must  not  sit  down 
until  the  one  in  the  circle  who  has  the  hidden  object  of  that 
circle  "slips  away.":  Then  "it"  chases  the  new  runner.   The  new 
one  in  the  circle  now  becomes  a  part  of  the  circle  and  passes  the 
object  on  to  some  one  else.   The  game  is  better  if  those  in  the 
circle  all  pretend  to  have  the  object  when  a  runner  jumps  into 
the  circle. 

Sing  Tag. 

This  game  is  lots  of  fun.   One  person  is  chosen  "it."   All 
the  rest  may  be  chased  as  in  ordinary  tag,  and  in  order  to  save 
themselves,  they  must  stop  and  begin  to  sing.   They  may  stop  sing- 
ing when  the  "it"  has  turned  away.   One  might  confine  the  singing 
to  club  songs  and  combine  games  and  songs. 

Snatch  the  Handkerchief. 

Divide  the  group  into  two  lines  from  15  to  30  feet  apart, 
facing  each  other.   Have  them  count  off  so  that  the  "Ones"  are 
diagonally  opposite.   Wow  on  the  floor,  ground,  or  on  a  box,  can, 
or  stick,  place  a  handkerchief.   At  the  signal  from  the  leader, 
the  "ones"  try  to  get  the  handkerchief  and  get  back  to  their  line 
without  being  touched.   If  a  person  merely  runs  out  and  makes  a 
dive  for  the  handkerchief,  it  will  be  easy  for  the  other  side  to 
tag  him.   The  object  is  to  be  clever  enough  to  get  away  with  the 
handkerchief  without  being  touched,  or  to  touch  the  other  person 
when  he  gets  it.   The  game  may  be  10,  15,  or  20  points.   One  point 
is  counted  for  bringing  the  handkerchief  back  safely  or  tagging 
the  other  side.   If  one  touches  the  handkerchief  and  does  not  get 
it,  or  touches  the  other  person  when  he  does  not  have  the  handker- 
chief, it  counts  a  point  for  the  other  side. 

This  is  a  good  game  by  which  to  use  a  counter  as  well  as  a 
leader.   Also  each  side  could  be  named  as  previously  suggested  — 
"'sleigh  bells"'  vs.  "wedding  bells." 

Swat  Tag. 

Form  players  into  one  or  two  circles  depending  upon  the  size 
of  the  group.   All  stand  with  hands  behind  them,  facing  toward  the 
center.   One  player  is  "It,"'  and  has  a  newspaper  rolled  into  a 
long  tube  and  tied  at  one  end.   "It"'  goes  around  the  circle  and 
places  the  pa/per  in  the  hands  of  one  person,  who  immediately  be- 
gins "swatting"  the  person  next  on  his  right  with  it.   The  person 
on  the  right  gets  out  of  the  circle  and  runs  around  the  outside 
being  "swatted"  by  the  person  who  has  the  paper.   The  original 
"it"1  runs  around  the  circle  and  back  to  the  place  occupied  by  one 
of  the  two  who  left  the  circle  for  fear  of  being  swatted  too.   The 
one  being  chased  returns  to  his  original  place  in  the  circle,  and 
the  new  "it"  gives  his  "swatter"  to  some  other  person. 
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Turtle  Tag. 

This  is  played  like  the  rest  of  the  tag  games  with  one  per- 
son as  "it"  chasing  all  the  rest.   In  order  to  he  safe,  one  must 
assume  a  position  in  which  neither  hands  nor  feet  touch  the  ground 

Walk  ;Tag. 


In  this  game  everyone  must  walk.   No  matter  how  close  "it" 
may  be,  no  or.e  is  allowed  to  move  faster  than  a  walk.   "It" must 
also  walk.   It  helps  to  liven  up  this  game  if  boundaries  are 
fixed. 

Whiplash,  Tag. 

This  is  a  good  game  to  be  played  on  ice.   If  club  members 
are  out  on  an  ice-skating  party,  choose  one  as  "it"  and  have  the 
rest  get  into  groups  of  fours,  one  behind  the  other.   At  the  sig- 
nal "Go  I"  the  one  who  is  "it"  chases  a  player  who  is  not  with  a 
group.   To  save  himself  this  player  may  hook  onto  the  last  person 
of  any  four,  and  the  front  one  of  the  group  must  leave  and  get  hold 
of  the  rear  person  in  another  group.   In  a  large  group  two  or  three 
may  be  "it,11,  each  chasing  a  player.   Better  play  this  with  all  boys 
or  all  girls,  unless  they  are  good  skaters. 

Yale  Lock  Tag. 

Scatter  the  crowd  of  players  over  the  field  in  couples  with 
arms  locked.   One  person  is  "it,"  and  one  is  being  chased.   To  save 
oneself  it  is  necessary  to  hook  arms  with  one  of  any  couple,  and 
the  other  person  becomes  the  one  being  chased.   This  is  a  lively 
and  active  variation  of  "three  deep"'  and  may  be  played  with  mixed 
groups. 

Sources  of  Help  on  Recreation 

Playground  and  Recreation  Association  of  America,  315  Fourth  Avenue, 
New  York. 

United  States  Department  of  Labor,  Children's  Bureau,  Washington, 
D.  C. 

United  States  Department  of  Interior,  Bureau  of  Education,  Washing- 
ton, D.  C. 

Woman's  Press,  Y.  W.  C.  A.,  600  Lexington  Avenue,  New  York. 

Association  Press,  Y.  M.  CL  A.,  347  Madison  Avenue,  New  York. 

Russell  Sage  Foundation,  Department  of  Recreation,  130  East  22d 
Street,  New  York. 

Boy  Scouts  of  America,  200  Fifth  Avenue,  New  York. 

Camp  Fire  Girls,  31  East  17th  Street,  New  York. 

Girl  Scouts  of  America,  189  Lexington  Avenue,  New  York. 

Woodcraft  League  of  America,  13  West  29th  Street,  New  York. 
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Most  of  these  organizations  also  publish  pamphlets  and 
handbooks,  which  may  be  purchased  at  nominal  cost.   Additional 
bibliographies  may  also  be  procured  from  all  organizations  list- 
ed above . 

The  following  pamphlets  provided  by  the  Recreation  Asso- 
ciation of  America  are  especially  valuable: 

Recreative  Athletics $0.50 

Rural  and  Small  Community  Recreation 50 

What  Can  We  Do?  -  Social  games 25 

Community  Recreation 30 

Community  Music 50 

Community  Drama SO 

Fun  for  Everyone 50 

Home  Play 4-0 

American  Library  Association,  Chicago,  111.,  issues  ex- 
cellent classified  lists  of  books  for  children  and  adults. 


Universities  and  Colleges: 


(All  these  colleges  publish  some  recreational  material. 
Write  them  for  what  they  have.   Charges,  if  any,  are  very  small.) 

Dramatic  Publishing  Companies: 

Samuel  French,  28  West  38th  Street,  New  York. 

Elclridge  Entertainment  House,  Franklin,  Ohio. 

F.  A*   Owen  Publishing  Co.,  Dansville,  New  York. 

Dick  &  Fitzgerald  (Fitzgerald  Publishing  Corp.)  18  Vesey 

Street,  New  York. 
The  Dramatic  Publishing  Co.,  542  South  Dearborn  Street, 

Chicago,  111. 
George  H.  Doran  (Jo.,  244  Madison  Avenue,  New  York. 
The  Macmillan  Co.,  66  Fifth  Avenue,  New  York. 
Little,  Brown  &  Co.,  34  Beacon  Street,  Boston,  Mass. 
A.  C.  McClurg  &  Co.,  330-352  East  Ohio  Street,  Chicago,  111 
Quaw,  Mignon,  Programs  With  a  Purpose,  Bozeman,  Mcnt. 
American  Folk  Dance  Society,  2790  Broadway/  New  York. 

(tfhese  companies  publish  plays,  pageants,  operettas,  and 
entertainments.  Free  catalogues  are  furnished  on  request.) 
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Music  Publishers: 

Your  own  local  music  store. 

Fillmore  Music  House,  528  Elm  Street,  Cincinnati,  Ohio. 

G.  Schirmer,  3  East  43d  Street,  New  York. 

Oliver  Ditson  Co.,  150  Tremont  Street,  Boston,  Mass. 

Books  for  Workers  with  Young  People : 

Play  in  Education,  Lee,  Joseph.   Macmillan.   1915. 

A  Philosophy  of  Play,  Gulick,  Luther  Halsey.   Scribner.  1920. 

**The  Child,  His  Nature  and  His  Needs,  O'Shea,  M.  V. 

Children's  Foundation,  Valparaiso,  Ind.  1924. 
The  Practical  Conduct  of  Play,  Curtis,  Henry  S.   Macmillan. 

1915 . 
Handbook  for  Workers  with  Young  People,  Thompson,  J.  V. 

Abingdon  Press. 
Spontaneous  and  Supervised  Play  in  Childhood,  Sies,  Alice 

Corbin.   Macmillan.   1922. 
Education  by  Plays  and  Games,  Johnson,  George  E.   Girm.  1917. 
Education  through  Play,  Curtis,  Henry  S.   Macmillan.   1917. 

Books  of  Games  and  Play: 

*Ice-Breakers  and  the  Ice-Breaker  Herself,  Geister,  Edna. 

Doran.   1922. 
♦Let's  Play,  Geister,  Edna.   Doran.   1917. 
♦It  is  to  Laugh,  Geister,  Edna.   Doran.   1922. 
*Fun  Book,  Geister,  Edna.   Doran. 
♦Play,  Angell,  Emmett,  D.   Little,  Brown  &  Co. 
♦Real  Games  for  Refil  Kids,  Angell,  Emmett  D.   A.  C.  McClurg 

&  Co.  1924. 
*A  Handbook  of  Games  and  Programs,  La  Porte,  W.  R.   Abingdon 

Press.   1922. 
*The  Church  at  Play,  Richardson,  Norman  E.   Abingdon  Press. 
♦Social  Games  and  Group  Parties,  Elsom,  J.  C,  and  Trilling, 

Blanche.   Lippincott.   1919. 
Four  Hundred  Games  for  School,  Home  and  Playground,  Acher, 

A.  F.   Owen  Publications. 
Boy  Scout  Handbook,  Boy  Scouts  of  America,  New  York. 
Scoutmasters  Handbook,  Boy  Scouts  of  America,  New  York. 
Scouting  for  Girls  (Official  Handbook  of  Girl  Scouts),  Girl 

Scouts  of  America,  New  York. 
Folk  Dances  from  Old  Homelands,  Burchenal,  Elizabeth. 

Schirmer,  G.   1922. 
American  Country  Dances,  Burchenal,  Elizabeth.   Schirmer,  G. 
What  Can  We  Do?   Community  Service,  Inc.,  1  Madison  Avenue, 

New  York. 
Rural  and  Small  Community  Recreation,  Community  Service,  Inc. 

New  York. 

♦Books  in  which  games  listed  will  be  found. 
♦♦A  good  book  for  leaders  of  young  people,  although  not  especially 
on  games.   Price  $1. 
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Pioneering  for  Play.   Community  Service,  Inc.  New  York. 
Fun  for  Everybody.   Community  Service,  Inc.   New  York. 
Games  and  Dances,  Steelier.   John  Joseph  McVey,  1229  Arch 

Street,  Philadelphia,  Pa. 
♦Games  ?nd  Recreational  Methods  for  Clubs,  Camps,  and  Scouts, 

Smithy  Charles  F.   Dodd,  Mead  &  Co . ,  New  York. 
Games  for  the  Playground,  Home,  School  and  Gymnasium,  Bancroft, 

Jessie.  Macmillan,   1910. 


*Books  in  which  games  listed  will  be  found. 
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